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Description 

[0001] The invention relates to an interactive, predic- 
tive game control system for use in conjunction with a 
live TV broadcast. 

[0002] In an interactive, predictive game played in 
conjunction with a live TV broadcast, remote players at- 
tempt to predict certain events which may or may not 
occur during the broadcast and will be awarded prizes, 
monetary or otherwise, if they are successful. Examples 
of interactive, predictive games include horse racing 
where the players can try to predict winners or place 
bets on particular horses to win or be placed in a race, 
and football matches where players may try to predict 
the final score or the time of occurrence of certain events 
such as the time of the first goal, first booking etc. Other 
examples are rugby, motor racing, tennis and cricket. 
An example of an interactive system is described in 
US-A-4592546. This document describes in detail how 
the remote units are organised and controlled but pro- 
vides very little information on the central location. 
[0003] In order to enhance the enjoyment of such 
games, it is desirable to be able to present players with 
information relating to the game in advance of, and on 
occasion during, the playing of the game so that they 
can make intelligent predictions. For example, in the 
case of a horse race, it would be desirable to give the 
players information regarding the horses, the jockeys, 
the course and the odds while for a football game, play- 
ers would like to have details of the teams, past form 
and current position in a league table. Much of this in- 
formation, in particular information on odds and the like, 
will change in the run-up to the game and consequently 
there is a continuing need for Instantaneous updates. 
[0004] In accordance with one aspect of the present 
invention, an interactive broadcast network comprises 
an interactive, predictive game control system including 
a central controller for generating game playing data for 
transmission with a live TV broadcast to remote player 
(s) and for receiving information from the remote player 
(s), an input device connected to the central controller, 
and a database connected to the central controller for 
storing data relating to the content of the live broadcast 
and known in advance of the live broadcast, the central 
controller being responsive to signals from the input de- 
vice: 

a) prior to the live broadcast, to select data from the 
database for transmission to the remote user(s) in 
advance of and/or during the live broadcast, and 

b) during or after the live broadcast, to record the 
time of occurrence of one or more events relating 
to the live broadcast which are to be predicted by 
the remote players), as indicated by an operator to 
the central controller via the input device; and a 
number of remote units for receiving signals, trans- 
mitted in association with a TV broadcast, from the 
central controller, each remote unit including a mi- 



croprocessor responsive to signals received from 
the central controller and connected to an input de- 
vice for use by a remote player, and a store for stor- 
ing the data transmitted by the central controller. 

[0005] In accordance with a second aspect of the 
present invention, a method of handling an interactive, 
predictive game in conjunction with a live TV broadcast 
received by one or more remote players comprises: 

a) prior to a live broadcast, selecting data from a 
database which stores data relating to the content 
of the live broadcast and known in advance of the 
live broadcast, transmitting the selected data with a 
TV broadcast to remote player(s) in advance of and/ 
or during the live broadcast and storing the data lo- 
cally to the remote player, and 

b) during or after the live broadcast, recording the 
time at which one or more events occur within the 
live broadcast and which are to be predicted by the 
remote player(s). 

[0006] We have devised a control system and method 
which allows an operator to achieve as much prepara- 
tion as possible prior to the commencement of a live TV 
broadcast. Typically, the database will store information 
relevant to future predictions. The operator is able to se- 
lect data appropriate to the live TV broadcast from the 
database and arrange for this to be assembled as ap- 
propriate into a display format which can then be trans- 
mitted in association with a TV broadcast, either in ad- 
vance of and/or during the live TV broadcast, to the re- 
mote player(s). This then allows the operator to concen- 
trate on monitoring the live broadcast for the occurrence 
of events which are to be predicted by the remote player 
(s) without having to enter large amounts of data through 
the input device. 

[0007] The time at which the event(s) occur during the 
live broadcast may be entered by the operator later, for 
example after the live broadcast has ended but prefer- 
ably the operator indicates the time of occurrence im- 
mediately. The time of occurrence can then be recorded 
as the actual time at which an operator provides an in- 
dication or as the actual time when amended to take ac- 
count of the operator's and system's response time. 
[0008] In the preferred control system, therefore, the 
central controller computes the actual time of occur- 
rence of an event by monitoring the time of a signal gen- 
erated by the input device in response to operator acti- 
vation, and modifies that time to take account of the op- 
erator's and system's response time. 
[0009] Typically, an operator will undergo a test pro- 
cedure in which his response time and the system la- 
tency is determined by the central controller and this re- 
sponse time and latency is then stored for later use in 
computing the actual time of occurrence of events in the 
live broadcast. 

[0010] In order to communicate times between the 
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control system and the remote player(s), it is necessary 
to encode those times into signals which are transmitted 
between the two locations. This is most conveniently 
achieved by a process known as "time stamping" in 
which data defining the times are attached to messages 
between the two. Time stamped signals supplied to the 
remote player(s) can be used in a variety of ways at the 
remote location. For example, the signal can be used 
as a lock-out command preventing further predictions 
being made by the remote player(s). It can also be used, 
of course, to enable the remote ptayer(s) to determine 
whether or not he has made a successful prediction. 
[0011] In some cases, players predictions are com- 
municated back to the central controller for adjudication 
but in other systems the local unit is able to determine, 
following information received from the central control- 
ler, whether or not the associated player has won and 
can then communicate that information to the central 
controller only in the case of a winning player. This re- 
duces the amount of time needed to communicate with 
the central controller and the number of remote units 
which have to communicate at the same time. 
[0012] Typically, communication from the remote 
player(s) to the central controller will be via an existing 
communication network such as public switched tele- 
phone network and the like although a permanent con- 
nection is also possible. 

[0013] In some cases, the action of updating the da- 
tabase can cause a time to be recorded by the central 
controller. This could be, for example, the case where 
fixed odds stored within the database are updated and 
the time of updating is then recorded by the central con- 
troller in response to signals from the database. 
[0014] An example of a control system and method 
according to the invention will now be described with ref- 
erence to the accompanying drawings, in which:- 

Figure 1 is a schematic block diagram of the control 
system and an interactive broadcast network incor- 
porating the control system; 
Figures 2-5 illustrate examples of screen displays 
presented to an operator during preparation for a 
live football game referred to as Pi ay Live Football; 
Figures 6 and 7 illustrate screen displays presented 
to a remote player of PlayLive Football; 
Figures 8 to 10 illustrate screens presented to an 
operator during a PlayLive Football game; 
Figures 11-14 illustrate screen displays presented 
to an operator during preparation for a live horse 
racing game referred to as PlayLive Racing; and, 
Figures 1 5-1 7 illustrate screen displays presented 
to a player during a PlayLive Racing game. 

[0015] The interactive broadcast network shown in 
Figure 1 comprises a game control system A including 
a central controller 1 which will include a computer such 
as a PC operating a Windows based system, connected 
to an input device 2 such as a keyboard and/or mouse 



4 

and the like and to an output device 3 which may include 
a monitor and/or printer. A database 4A stores data re- 
lating to service functions and remote users, which can 
be accessed and amended by the central controller 1 , 

s while a Live File store 4B is provided for storing data 
relating to the game being or to be broadcast. The cen- 
tral controller 1 generates data which can be converted 
to TV display signals and other control signals associ- 
ated with various service functions, on a land line 5 con- 

10 nected to a combining unit 6 defining an insertion point 
of a TV broadcast system B. The combining unit 6 re- 
ceives television broadcast signals from a studio 7 (or 
outside broadcast (OB) location, in the case of a live 
event), and combines these with the signals on the line 

is 5 so that they are transmitted simultaneously by a trans- 
mitter 8 to remote users or players C. In other applica- 
tions, the signals from the central controller 1 and the 
studio or OB 7 will be transmitted separately. 
[0016] The signals applied to the combiner 6 may be 

20 transmitted to the remote units within a vertical banking 
interval (VBI) of the normal TV signal or on a separate 
radio FM-SCA channel or other data format such as a 
cable modem. 

[0017] Each remote user C has a home or remote unit 

25 9 having a television receiver 1 0 connected to an aerial 
11 and a monitor 12. The home unit 9 includes an ad- 
dress/databus 13 connected to the receiver 10, the bus 
13 being connected to a microprocessor 14, a memory 
15, such as a ROM, storing programme instructions for 

30 the processor 1 4, one or more input devices 1 6 such as 
a keyboard or mouse, and a control memory (RAM) 17. 
Signals transmitted by the processor 1 4 can be commu- 
nicated to the central controller 1 via a public switched 
telephone network 1 8 which is selectively accessed by 

35 a telephone interface unit 19 connected to the bus 13. 
[001 8] Alternative media such as cable or the internet 
can be used for the return signals (as for the signals 
transmitted to the remote unit C). In general the return 
signals will be transmitted over a different medium to the 

40 incoming signals. 

[0019] The game control system A can be used to 
control a variety of games including interactive, predic- 
tive games and two examples of such interactive, pre- 
dictive games will be described below. In the first exam- 

45 pie, play live football, the remote players are able to at- 
tempt to predict certain events prior to commencement 
of a live football match which is broadcast by the trans- 
mitter 8 and can also attempt to predict certain events 
during the live broadcast. 

50 [0020] Initially, prior to commencement of the live 
broadcast, an operator uses the input device 2 to set up 
certain predetermined information relating to the live 
broadcast for transmission to the remote players. In this 
example, the operator is first presented with a screen 

55 as shown in Figure 2 in which he can select a home team 
and an away team from a list of such teams which have 
been previously stored in the database 4A. Using the 
input device 2, such as a mouse, he can select the ap- 
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propriate home and away teams and then dick the OK 
button. This information is then stored in the Live File 
store 4B. The database 4A stores information relating 
to each team squad which will typically include more 
players than those actually selected to play the match. 
Shortly before commencement of the match, the actual 
team will be announced and this information will be con- 
veyed to the operator. He then causes the central con- 
troller 1 to display ail members of the squad of each 
team (Figure 3) allowing the operator to indicate which 
members of the squad have been picked to play and at 
the same time, he can define the type of player, for ex- 
ample goalkeeper, attacker, midfield or defender. Once 
that information has been indicated, it is then stored in 
the Live File store 4B. 

[0021] Also, before the game begins, the operator 
takes a calibration of his own reaction time and the sys- 
tem latency. This can be obtained during a test proce- 
dure in which the central controller 1 presents a partic- 
ular display on a monitor of the output device 3 to which 
the operator must react as quickly as possible. The cen- 
tral controller 1 then determines the time between initi- 
ating the display and the time at which a response is 
sensed and this will be a latency value which is used to 
adjust future times of occurrence of events which are 
entered by the operator. This process can be repeated 
at intervals during the game either automatically or on 
operator request. This enables the latency to be updat- 
ed to take account of variation in the operator's re- 
sponse times. 

[0022] The operator also sets up the particular types 
of event which can be predicted during the live broad- 
cast. In this example, these events include the time of 
the first goal, the time of the first booking etc. Examples 
of such events are indicated by the line of buttons at 50 
in Figure 4. 

[0023] Once ail the information for the live broadcast 
has been set up by the operator, a screen such as that 
shown in Figure 4 is displayed which at this time is in- 
active since the interactive game has not commenced. 
It will be noted, however, that the operator has been able 
to set up a significant amount of information in advance 
of the live broadcast itself. 

[0024] At the appropriate time, but before commence- 
ment of the football game, the operator will bring up the 
screen shown in Figure 5 and by clicking the button 51 , 
the predefined information will then be transmitted to the 
combiner 6 and broadcast to ail the remote players C 
where it will be stored in each memory 17. 
[0025] if a remote player wishes to play the interactive 
game, he operates his input device 1 6 to indicate to the 
processor 14 that the game is to be initiated and the 
processor 14 will respond to the information supplied 
from the central controller 1 and stored in the memory 
17 to display a screen similar to that shown in Figure 6. 
This indicates to the player the type of prediction which 
he can attempt. A comparison of Figures 4 and 6 will 
show that six of the events selected by the operator for 



prediction set out in the line 50 are displayed on the dis- 
play of Figure 6. 

[0026] The remote player can then select one or more 
of the predictions. For example, if he selects, using the 
s input device 1 6, the "Time Slot of First Goal", the screen 
shown in Figure 7 will be displayed which defines six 
different 15 minute periods during the playing of a foot- 
ball game. The player can then indicate one of those 
periods using the input device 1 6, for example, the pe- 
te hod 1 6-30 minutes, and this prediction is then stored in 
the memory 17. In a similar way, the player can predict 
any one or more of the other items set out in Figure 6. 
[0027] Immediately the game commences, the oper- 
ator clicks on the "Start First Half button 59 (Figure 5) 
is and this will cause the central controller 1 to display the 
screen of Figure 8 asking the operator to confirm. Fol- 
lowing confirmation, the screen of Figure 9 is displayed 
allowing the operator to lock out further predictions at 
the start of the game. In response the central controller 
20 1 will issue a lock-out signal which is broadcast to the 
remote units C and to which each processor 14 re- 
sponds to prevent any further predictions from being en- 
tered. The lock-out signal will cany a time stamp which 
defines the instant at which the operator clicked on the 
25 button 60 but back stamped by an appropriate number 
of frames corresponding to the earlier determined cali- 
bration of the operator response time and system laten- 
cy. Each microprocessor 14 responds to the received 
lock-out signal to lock-out any future predictions and al- 
so so any previous predictions which occurred after the 
back adjusted time stamp. 

[0028] In orderto obtain accurate synchronisation be- 
tween the central controller clock and each remote unit 
C, ail parts of the interactive network work to a common 

35 universal system clock. Synchronisation is maintained 
by the central controller 1 repeatedly issuing synchroni- 
sation signals as part of the messages which are broad- 
cast. Each microprocessor 14 monitors the time of ar- 
rival of a synchronisation signal and compares this with 

<o its own clock and if there is a discrepancy gradually ad- 
justs its clock to agree with the synchronisation signal. 
[0029] As the game develops, various events may or 
will occur. For example, when the first goal is scored, 
the operator clicks on the First Scorer button 61 to en- 

45 able him to select the appropriate score and also clicks 
on the First Goal button 62 to indicate the time of the 
first goal. This information is then confirmed by the op- 
erator by clicking the Resolve button 63 and the infor- 
mation is then transmitted in the usual manner to the 

50 remote players. 

[0030] The time of the first goal transmitted to the re- 
mote players will be the time at which the button 62 was 
pressed adjusted by the prestored latency. This is sent 
as a time stamp to the remote players. 

ss [0031] Similarly, at half time, clicking the Half Time 
button 64 will allow the operator to enter the half time 
score which is then transmitted to the remote players 
where it can be compared with their predictions. 
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[0032] During and/or after a game, the respective mi- 
croprocessors 14 compare the associated player's pre- 
dictions with the actual events as time stamped and sup- 
plied from the central controller 1 . If the local player was 
successful in his prediction then the microprocessor 14 
will indicate this to the player and will also pass that in- 
formation via the PSTN 18 to the central controller 1. 
This is particularly useful where players will be rewarded 
with a financial prize or token allowing them additional 
use of certain games which require payment. In other 
applications, however, where no financial or other prize 
is awarded, communication with the central controller 1 
is not necessary. 

[0033] If there are any penalties at the end of the foot- 
ball match, the remote players are given the opportunity 
to predict whether a penalty kick will be scored, missed 
or saved, the operator controlling these predictions via 
the button 65 on the screen of Figure 10. 
[0034] The central controller 1 also allows a further 
game to be played by the remote players during the live 
broadcast of the football match. This is known as "Action 
Bair. During the football game, when the operator iden- 
tifies a shot on target, a goal or a corner kick, he/she 
immediately registers this action by pressing the event 
button 53. A counter 65 begins countdown from 10 giv- 
ing the operator 10 seconds to define the event as a 
shot on target, goal or comer kick by pressing one of the 
three buttons 54,55,56 or cancelling the indication by 
pressing the Deny button 58. Clicking one of the buttons 
54-56 causes the central controller 1 to send an appro- 
priate message to each of the remote players C in con- 
junction with a TV broadcast and each microprocessor 
14 responds to receipt of that message by awarding 
points to those remote players who have correctly an- 
ticipated that one or the three events had occurred. 
Each remote player has 15 opportunities per half to an- 
ticipate that a shot on target, goal or comer kick will oc- 
cur by operating his input device 16 which will initiate a 
1 0 second period. The action by the remote player of 
pressing any blue button on his input device records a 
time stamp on the memory 17. The time that the event 
occurs as input by the operator, after suitable back 
stamping, will be broadcast as a time stamp to each re- 
mote player C. Each microprocessor 14 compares the 
time stamp supplied to it corresponding to the time at 
which the event button 53 was clicked and if the remote 
player pressed his blue button in less than ten seconds 
from the time stamp received by the microprocessor 1 4 
then the player will have been successful and receive 
points. 

[0035] In the second example, the PlayLive Racing 
game will be described. In this example, the central con- 
troller 1 will receive details about available races includ- 
ing declared riders and runners and this information will 
be stored in the database 4A and the operator will de- 
cide which races are to be included in the game. The 
database 4 A will include details of all available races 
and in this example, the operator selects three using the 



screen shown in Figure 1 1 and the input device 2, the 
selected information being stored In the Live File store 
4B. 

[0036] The operator then selects each race in turn 
s and, for the first race, the screen shown in Figure 12 is 
displayed to the operator. This will display certain fixed 
information already provided in the Live File store 4B 
such as the going of the course but allows the operator 
to add further information in the Course Details box as 
10 may be appropriate on the day. 

[0037] For each race, the operator then displays the 
screen shown in Figure 13 allowing him to select the 
names of all runners and non-runners as this informa- 
tion is received. Alternatively, this can be carried out au- 
15 tomatically via the database 4A as that portion is updat- 
ed. 

[0038] For each horse, the database 4A holds infor- 
mation relating to the horse and the operator can display 
this and modify it as necessary as shown in the screen 

20 shown in Figure 14. 

[0039] Once the operator has set up this predefined 
information in the Line File 4B, he will cause it to be 
made available to the remote units by broadcasting the 
information in the usual way. Each remote unit will re- 

25 ceive the information and the microprocessor 14 will 
store that information in the control memory 1 7. 
[0040] The odds for each horse can be manually en- 
tered by the operator as they change or this could be 
carried out upon loading the odds into the store 4B. In 

30 either event, on a change of odds, this information will 
be broadcast to the remote units together with a time 
stamp defining the time of the change. Again, this infor- 
mation can then be displayed by the remote user. 
[0041] Finally, in preparation for the horse race, the 

35 operator will take a calibration of his own reaction time 
and the system latency as described above in connec- 
tion with the PlayLive Football application. This calibra- 
tion is then used to compensate input times by back 
stamping by the appropriate number of frames per sec- 

40 ond by which the action is delayed. Updates can also 
be obtained as before. 

[0042] Once the operator has made his preparations, 
the information is transmitted to each remote player and 
stored in the memories 1 7. Each remote player can dis- 
45 ptay the details of races, horses, odds and the like as 
necessary. For example, as shown in Figure 15, the re- 
mote player can display a list of horses and jockeys for 
a particular race. 

[0043] Just prior to the start of a race, the remote play- 
50 ers are given the opportunity to predict the outcome of 
that race using one of the variety of bets on offer (i.e. 
win, place, each way). The remote player can choose 
to place a bet via an appropriate screen (Figure 17) and 
once he has selected a bet and confirmed the amount 
55 of money he wishes to wager, he will receive confirma- 
tion that the bet has been accepted and these details 
will be stored by the microprocessor 14 in the memory 
17. 
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[0044] As soon as the race begins, the operator will 
indicate this via the input device 2 and an appropriately 
back stamped time stamp signal will be broadcast caus- 
ing each microprocessor 1 4 to lock out all future predic- 
tions and to cancel any predictions made after the time 
defined by the back stamped time stamp. Once the race 
is finished, the operator sends out the results in two 
stages, first as unconfirmed results and then as con- 
firmed results once these have been confirmed by the 
appropriate race authority. Each remote unit responds 
to the result information to determine whether the local 
player or players is successful and to determine the win- 
ning amount and displays this as appropriate, for exam- 
ple as shown in Figure 16. In this case, there are four 
local players. 



Claims 

1 . An interactive broadcast network comprising an in- 
teractive, predictive game control system including 
a central controller (1) for generating game playing 
data for transmission with a live TV broadcast to re- 
mote player (s) and for receiving information from 
the remote player(s), an input device (2) connected 
to the central controller (1), and a database (4A) 
connected to the central controller (1 ) for storing da- 
ta relating to the content of the live broadcast and 
known in advance of the live broadcast, the central 
controller being responsive to signals from the input 
device: 

a) prior to the live broadcast, to select data from 
the database (4A) for transmission to the re- 
mote user(s) in advance of and/or during the 
live broadcast, and 

b) during or after the live broadcast, to record 
the time of occurrence of one or more events 
relating to the live broadcast which are to be 
predicted by the remote player(s), as indicated 
by an operator to the central controller (1) via 
the input device (2); and a number of remote 
units for receiving signals, transmitted in asso- 
ciation with a TV broadcast, from the central 
controller (1), each remote unit including a mi- 
croprocessor (14) responsive to signals re- 
ceived from the central controller (1) and con- 
nected to an input device (1 6) for use by a re- 
mote player, and a store (14) for storing the da- 
ta transmitted by the central controller (1). 

2. A network according to claim 1 , wherein the central 
controller computes the actual time of occurrence 
of an event by monitoring the time of a signal gen- 
erated by the input device (2) connected to the cen- 
tral controller in response to operator activation, 
and modifies that time to take account of the oper- 
ator's and system's response time. 



3. A network according to claim 1 or claim 2, wherein 
the action of updating the database (4A) causes a 
time to be recorded by the central controller (1). 

5 4. A method of handling an interactive, predictive 
game in conjunction with a live TV broadcast re- 
ceived by one or more remote players, the method 
comprising 

10 a) prior to a live broadcast, selecting data from 

a database (4A) which stores data relating to 
the content of the live broadcast and known in 
advance of the live broadcast, transmitting the 
selected data with a TV broadcast to remote 
is player (s) in advance of and/or during the live 

broadcast and storing the data locally to the re- 
mote player, and 

b) during or after the live broadcast, recording 
the time at which one or more events occur 
20 within the live broadcast and which are to be 

predicted by the remote player(s). 



PatentansprUche 

1 . Ein interaktives Sendenetzwerk mit einem interak- 
tiven Vorhersagspiel-Steuersystem, umfassend ei- 
ne zentrale Steuerung (1) zum Erzeugung von 
Spiele-Spieldaten zur Ubertragung mit einer Live- 
Femsehsendung an einen Oder mehrere Fernspie- 
ler und zum Empfangen von Informationen vom/von 
den Fernspieler(n), eine Eingabeeinrichtung (2), 
die mit der zentralen Steuerung (1) verbunden ist, 
und eine Datenbank (4A), die mit der zentralen 
Steuerung (1) verbunden ist, zum Speichern von 
Daten, die den InhaltderLivesendung betreffen und 
vor der Livesendung bekannt sind, wobei die zen- 
trale Steuerung auf Signale von der Eingabeein- 
richtung reagiert: 

a) vor der Livesendung, um Daten von der Da- 
tenbank (4A) zur Ubertragung an den/die Fem- 
benutzer vor und/oder wan rend der Livesen- 
dung auszuwahlen, und 

b) wahrend Oder nach der Livesendung, um die 
Zeit des Auftretens eines Oder mehrerer Ereig- 
nisse aufzuzetchnen, die die Livesendung be- 
treffen und die von dem/den Femspieler(n) vor- 
hergesagt werden sollen, wie der zentralen 
Steuerung (1) uber die Eingabeeinrichtung (2) 
von einer Bedienperson angezeigt wird; 

und eine Anzahl Femeinheiten zum Empfangen 
von Signalen, die im Zusammenhang mit einer 
Femsehsendung ubertragen werden, von der zen- 
tralen Steuerung (1), wobei jede Ferneinheit einen 
Mikroprozessor (1 4) umfaBt, der auf von der zen- 
tralen Steuerung (1) empfangene Signale reagiert 
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und mit einer Eingabeeinrichtung (1 6) zur Verwen- 
dung durch einen Fernspieler verbunden ist, und ei- 
nen Speicher{15) zum Speichem dervon der zen- 
tralen Steuerung (1) iibertragenen Daten. 

2. Ein Netzwerk gemaB Anspruch 1 , wobei die zentra- 
le Steuerung die tatsachliche Zeit des Auftretens ei- 
nes Ereignisses berechnet, indem sie die Zeit eines 
von der Eingabeeinrichtung (2), die mit der zentra- 
len Steuerung verbunden ist, als Reaktion auf Akti- 
vierung durch den Bediener erzeugten Signals 
uberwacht und diese Zeit modifiziert, um die Ant- 
wortzeit des Bedieners und des Systems zu beruck- 
sichtigen. 

3. Ein Netzwerk gemaG Anspruch 1 Oder Anspruch 2, 
wobei der Vorgang des Aktualisierens der Daten- 
bank (4A) bewirkt, daB von der zentralen Steuerung 
(1) eine Zeit aufgezeichnet wird. 

4. Ein Verfahren zur Handhabung eines interaktiven 
Vorhersagspiels in Verbindung mit einer Live-Fer- 
sehsendung, die von einem oder mehreren Fem- 
spielern empfangen wird, wobei das Verfahren um- 
faBt 

a) das Auswahlen von Daten von einer Daten- 
bank (4A), die Daten speichert, die den Inhait 
der Livesendung betreffen und die vor der Live- 
sendung bekannt sind, das Ubertragen der 
ausgewahften Daten mit einer Fernsehsen- 
dung an einen/mehrere Fernspieler vor und/ 
oder wahrend der Livesendung und das lokale 
Speichem der Daten an den Fernspieler vor der 
Livesendung, und 

b) das Aufzeichnen der Zeit, zu der ein oder 
mehrere Ereignisse in der Livesendung auftre- 
ten, die von dem/den Fernspieler(n) vorherge- 
sagt werden so Hen, wahrend oder nach der 
Livesendung. 



Revendications 

1 . Reseau de diffusion interact if comprenant un sys- 
teme de commande de jeu interactif et previsionne! 
comprenant un controleur central (1) pour g&n&rer 
des donnees de cours de jeu pour transmission 
avec une t6l 6 diffusion en direct a un ou a des 
joueurs distants et pour recevoir des informations 
depuis le ou les joueurs distants, un dispositif d'en- 
tr6e (2) connects au controleur central (1 ), une base 
de donnees (4A) connectee au controleur central 
(1) pour memoriser les donnees se rapportant au 
contenu de la diffusion en direct et connues a 
I'avance de la diffusion en direct, le controleur cen- 
tral etant sensible aux signaux provenant du dispo- 
sitif d'entree : 



a) avant la diffusion en direct, pour s6lectionner 
des donnees provenant de la base de donnees 
(4A) pour transmission a i'utilisateur ou aux uti- 
lisateurs distants a I'avance et/ou pendant la 

5 diffusion en direct ; et, 

b) pendant ou apres la diffusion en direct, pour 
enregistrer Pheure de roccurrence d'un ou plu- 
sieurs 6v6nements se rapportant a la diffusion 
en direct qui doivent etre predits par le ou les 

10 joueurs distants, comme indique par un op£ra- 

teur au controleur central (1) via le dispositif 
d'entr6e (2) ; et un certain nombre d'unites dis- 
tantes pour recevoir des signaux, transmis en 
association avec une t6l6diffusion, depuis le 

is contrdleur central (1), chaque unite distante 

comprenant un microprocesseur (14) sensible 
aux signaux recus depuis le controleur central 
(1 ) et connects a un dispositif d*entr6e (1 6) pour 
utilisation par un joueur distant, et une memoire 

20 (17) pour m6moriser les donn6es transmises 

par le controleur central (1). 

2. Reseau selon la revendication 1, dans lequel le 
controleur central calcule I'heure r6elle de I'occur- 

25 rence d'un ev^nement en surveillant I'heure d'un si- 
gnal gener6 par le dispositif d'entree (2) connecte 
au contrdleur central en r£ponse a une activation 
par I'operateur, et modifie cette heure pour prendre 
en compte le temps de naponse de I'operateur et du 

30 systeme. 

3. Reseau selon la revendication 1 ou 2, dans lequel 
Taction de mtse a jour de la base de donnees (4A) 
amene le contrdleur central (1) a enregistrer une 

35 heure. 

4. ProcedS de traitement d'un jeu interactif et previ- 
stonnei en liaison avec une teiediffusion en direct 
recue par un ou plusieurs joueurs distants, le pro- 

40 c6d6 comprenant 

a) avant une diffusion en direct, selection ner 
des donnees provenant d'une base de donnees 
(4A) qui memorise les donnees se rapportant 

45 au contenu de la diffusion en direct et connues 

a I'avance de la diffusion en direct, transmettre 
les donnees selectionn6es a I'aide d'une teie- 
drffusion a un ou a des joueurs distants a I'avan- 
ce et/ou pendant la diffusion en direct et m&- 

50 moriser les donnees localement par rapport au 

niveau du joueur distant, et 

b) pendant ou apres la diffusion en direct, en- 
registrer I'heure a laquelle un ou plusieurs 6v6- 
nements se produisent a I'interieur de la diffu- 

55 sion en direct et qui doivent etre predits par le 

ou les joueurs distants. 
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